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BE INTRIGUED. 


TWO DECAD 


fr the depths of Forest 
Havenwood, mere SECONDS 
after the Farrefites sprang 
their TRAP on Tymolin 
and Tey Loneglade... 
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the AMaster 
Scoué LOREN has 
become the. V/CTIM 
of a trap of 
another sort/ 


Morgan, advisor to the 
King of the ELVEN EMPIKE, 
has arranged for Loren to 
be TORN APART by THALLIDS 
--creatures born of Elvish. 

SORCERY. 


Such WOULD 
certainly have 
been the case... 
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«Were it noé for 
ZLONEGLADE, whose vs / : 
2 Sli f Ng MY PERSON 
BLOOD 76 Coming to \ f ASSAULTED, THE 
é ‘ PLANES THEMSELVES 
REJECTING NE-- 
EVEN THE BEASTS 
ARE WITHOUT HONOR 
THI6 NIGHT / 


STILL, THAT 
POOR SOUL DOES 
NOT DESERVE 


I AM WEARY OF 
POPGING BATTLE-- 
THESE ELF-MADE 
ABOMINATIONS 


SHOLILD PROVIDE COIL 
FOR MY RUSTED SKILLS 
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WHEN 1 WAS A CHILD, 
MY SISTER TYVIOLYN 
WOLILD WATCH OVER ME 
AS I PLAYED ON THE 
SHORES OF SARPADIA. 


WHEN I FELL AND HLT 
MYSELF. SHE Was Aware FN 
THERE TO NURSE MY WOUNDS, 
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| --PEFENDING 

mel AER KROM HER 

OWN MORBIP 
THOLIGHTS. 
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WORLD, TM... 


VILL LLM A Lode 
PERHAPS WE NOW pe 
AGREE ABOLIT THIS 


: Ad, 
TIMES TO COME ARE NOT 
FIT FOR THE EYES OF 
INNOCENTS TO SEE. 


Cd ABLAST FROM THE PAST. 


-0 MANOWAR. IN JULY, 


51 & 52: EVE FOR AN EYE. X-O RETURNS WITH A VENGEANCE. 
BY BART SEARS, ANDY SMITH & RON MARZ. 


MANOWAR is TM & ©1995 Acclaim Comics, Inc 


AS IF You'Re \ 
SORRY 
For THEM 


ORATITUCE 
WOLLD BE MORE 
\ ACCEPTABLE. 


THEY'RE 
FIGHT! 
~ sy Mf iy downed I COULDN'T CARE 
ip/ ORATITUDE? YOU ay | “ ! / GENOCIDE! | CESS. HAD IT BEEN 
N\{ CAN'T AALILT THE wi aa Paine ‘| YOUR PEOPLE ASSALILTING 
P\THALLIDS FOR THEIR KA LONE THALLID.., 


FEROCITY. 


BY your KINDRED WHO Wf 
P\ OWL Drive. BW 
SIMPLY BECAUSE | 
\ THEY'VE DEVELOPED ¢ 
BD THE CAPACITY To 
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“THE DOOM OF IF SHE 15 DEAR YOU \ 7 
ALL FOOLS.” WILL EACH SACRIFICE 
YOUR SECONP HAND-- 


ASHAMED } 
46 I AM TO ADMIT ' 5 SHE /S A 
IT, KILLING HER VETERAN... BUT 
WOULD BE FAIR : : : TO FARREL SHE 
TOO DIFFICULT, , IS ph ag 


Y SHE SLEW \ 
TWO OF OUR 
BRETHREN, 
VAYLESH. WHAT 
'8 3H& TO THE 


SHE FIGHTS 
LIKE A 
VETERAN, 


GET HER ON THE WAGON, 
WE HAVE FAR TO TRAVEL. J 


Elsewhere in 
Havenwood, I WOULD SURROLIND 
Lat Geyore MYSELE WITH WARRIORS, 
oie ‘| RIGHTEOUS AND PLIRE. BUT 
daw. INSTEAD, L AM DROWNING IN 
_A SEA OF IMBECILES / 


ONE EVENING'S 
PENANCE FOR THE 
DESTRUCTION OF MY 
MANTLE AND LOSING 


TYMOLYN LONEGLADE 


WON'T SLIFFICE, 
SIANNA. 


Ll KNOW THAT, 

] FATHER FARREL, AND \ 
IM SORRY. OUR SCOUTS 
HAVE WOTHING TO 

REPORT THUS FAR. 
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PREPARE MY 
PERSONAL 
GUARD. I HAVE 
AN APPOINT - 
MENT THIS 

EVENING. 


The battle begins... 
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In the frozen wilderness of the Ice Age, 
you will face powerful wizards, 
battle savage beasts, 
and encounter heroic warriors. 


Ice Age™ is an all-new environment that can be played as a stand-alone 
trading card game or as an expansion for Magic: The Gathering”. 


= G0-card starter deck $7.95 © 15-card booster pack $2.45. - 


Ice Age and Magic: The Gathering are trademarks of Wizards of the Coat, Inc, Wizards of the Const s registered ‘odemark of Wizards of ie Coost, Inc. llustration by Richard Kane-Ferguson. © 1995 Wizards of the Coost, ie 
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SEE MY SISTER'S 

SKILL AT ARMS 
CONTINUES TO BE.,, 

EXCEPTIONAL. 
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MAND WANT 
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MAKE MOLSE, AND KNOW WHAT IT 
BRING HARM TO mR MEANS TO EARN 
THOSE WHO DO NOT ~ THE WRATH OF 
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ALL THESE \ i VW J AND THEN, 
YELPING \ } \ i THEY WILL BEG 
FOOLS... 60 PD» FOR MERCY. 


MANY. THEY 
THINK THEIR 


INVING LAND. 
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THEY HAVE NO 
NEA WHO TRULY 
RULES THIS WORLD.. 


Twilight, on the 
outskirts of the 
Elven Empire. 


WHAT ARE YOLI 
DOING ? 


| \ Now REPLACED 
.\ BY POLSON. 


YOu WILL WOT 
HAVE ANOTHER 
OPPORTUNITY TO 
BETRAY OLR 


FIRST, TO REVEAL TO OUR 
PEOPLE THAT YOU ARE A TRAITOR, 
TOPPLING YOU AND YOUR ANCESTRY 
FROM OUR KING'S FAVOR-- 


--AND THEN 
AGAINST THE 
FARRELITES \ 


HAVENWOOD 
WILL B&/RN.., ALL 
SARPADIA WILL 

BE THREATENED! 


BETTER THE 
EMPIRE FALLS, 
THAN TO SW/VEL 
AT THE FEET OF 
RISING ZEALOTS... 
OR TENTACLED 
CHATTEL... 


W ...OR BELOVED 
YOUNG SCOUTS, 

WHO FEAR TO 
TREAP ON BUGS! 
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moons of Vominaria 
Nir 2he encampimen 
of the Ebon Hand. 
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AWAKENED, 
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wll TCO BAD WE 
OULD NOT HAVE MET 
UNDER BETTER 
CIRCLIMSTANCES-- YOU 
ARE AN ADMIRABLE 
WOMAN, 


SAVE 
FOR YOUR 


TASTE IN 


LEADERSHIP TO Ff 

JOIN THE ELVES 

ANP YOUR ORDER 
AGAINST THE 


JUST THIS 
ONCE, LETS 
TAIN OUR 


MEN, 


YET HERE you ARE, 
A TINY SPRING INA 
CLOCKWORK DRAGON-- 
NOTHING MORE THAN 
BAIT TO ATTRACT 


ARE WASTING 
A TIME FIGHTING 
AMONGST 
YOURSELVES 
--GREATER 
FORCES 


Py --] WONT 
ENJOY A/LLING 
THE ONLY THING 

FARREL EVER LOVED 

NEARLY AG MUCH 

AS I'LL ENJOY 
KILLING A//M. 


CHARISMATIC 
SWEETHEART KNOWS 
NOTHING ABOUT 
US-- AND VET HE 

WOULD MLUPDER 

OUR 60D, IF HE 

COULD, 
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OUR GUEST 
OF HONOR 
FINALLY 
JOINS Us, 
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WELCOME, FARREL / 


YOUR LITTLE FLOCK 
OF EXTREMISTE 
DOESN'T LOOK NEARLY 
AS MENACING 
AS EXPECTED, 


Pere 


CHOOSE YOUR 
WORPS MORE 
CAREFULLY, 
VAYLE6H. 

TRUE, YOUR KIND 
HAS A QUAINT CUSTOM 
OF CHOPPING OFF THEIR 
OWN ARMS AND LEGS 
--WITH PRIDE -- 
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al Ohce a month 


PLEASE COMPLETE THIS SURVEY rts S OK 
; TO PHOTOCOPY IT) AND MAIL IT TO US NO 


LATER THAN JULY 31, 1995..AND YOU'LL 
AUTOMATICALLY BE ENTERED IN A 
DRAWING TO WIN A FREE PRIZE FOR 
JUST TELLING US ABOUT YOURSELF, OUR 
VALUED ACCLAIM COMICS. ‘READER. 
GRAND PRIZE...5 WINNERS WILL BE RAN- 
DOMLY SELECTED TO WIN ACCLAIM'S HOT 
NEW VIDEO GAME NBA JAM TOURNAMENT 
EDITION. 
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SE MAIL SURVEY TO: 


ji WANT YOUR OPINION 
IM COMICS, INC. 


A THAT I'M TIED 
> ure? 


CLEARLY THE 
SITUATION 
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WITNESS THE HER, FARREL. WHAT 
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““peHino THE “\Y S$ DEEPLY /V SPEAK WITH 


| paiesTe6s, $i, \ LEAGUE WITH THESE ) | AR. TYMOLIN 


Yt 
FINE, KEE! 
1T BRIEF. ONE 
UNJUSTIFIED 
MOVE, AND WE 
WILL SEE WaR, / 


ON MY 
WORD, KILL 
EVERYONE 

BUT THE 
i ey GIRL. 
Sa IT WANT THIS 
FINISHED 
, OLUCKLY. 


OLIVER, YOU /D107-- 
YOU'RE GOING TO GET 
US BOTH KULLEP. 


YOU CAN'T 
HONESTLY EXPECT \ MY LOVER KAYLEN 
YOUR PEOPLE TO THINK } HELD MORE TRUE 
I'M TOURACH, HOW, 


REVERENCE IN HIS 
PWARVEN 7AMU/MB THAN 
YOUR TWISTED HEART 
HAS HELD INA 
LIFETIME 


Sb bau Set 


PITIFUL 
FOOLS LIKE 
YOU HAVE MADE 
ME WEARY OF 


I'LL EXORC(SE 
YOU-- YOU'LL TAKE 
SIANNA'S PLACE AS 

MY PRIZED 

a DISCIPLE, 


« RECTRAIN 
MYSBSSELF.., 


Sat WE OY timeless collection of 
X ! ~*~ Magic: The Gathering” cards ) 
Ler ache ‘summoned from previously. | 

*teleosel limited expansion sets. 
a Available summer 1995 | 
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we OF FLESH! 
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FOREVER! ae 
DEATH TO 
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b DESPOLERS! 
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KNIGHT- ERRANT, 
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DERELOR! 
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o FOR TYMOLIM, THERE 
WILL BE S/LENCE. 


FOR ALL THE FOR ALL THE 
INNOCENTS SSSLAIN, CORRUPTION 
THERE WILL BE YOU HAVE 


--T DEMAND 
SSS/LENCE. 


cos 


0 MUCH 
CISCORP... 


il The nexé day, over EBON HAND AGAINST 

THRULL... FARRELITE 

Mtontford town. G AGAINST LEITBLR... 
ELF AGAINST 
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THALLID,,. YOU 
ARE 


SARPAVIA 

PESERVES | 
TO BG, 

s CRUSHED! 


TAKE 
MW SSSOLACE IN 
W THE FIRE, SARPADIA 
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® THEY WILL SOON 
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AND /CE. 
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Jeof Vita Asst. Editor 
As cities crumbled and towers 
came crashing down, still you 
pressed on. For this, the entire 
Armada team would like to extend 
a hearty “thank you!” Apparently, 
our latest Magic: The Gathering 
endeavor, Fallen Empires, has 
been extremely well-received! 
The first issue has sold out com- 
pletely, and advance word is that 
this issue's shock ending will make 
it quite the collector's item. As 
always, you are the lifeblood of 
this effort and we couldn't have 
done it without you. 
If you took a glance at the line- 
_up behind this book, you may 
_ have noticed some new names. 
- Our penciller, Alexander Maleev, 
is a newcomer to the American 
comic book industry, but he's 
"poised to take it by storm! A native 
of Bulgaria, Alex has brought his 
own unique visuals and a brilliant 
style to these books, and we 
couldn't be happier. 

Our own Rodney Ramos has 
been inking Alexs pencils, deftly 
_ giving each line a life of its own. 
ou may have seen Rodney's 
work over Rafael Kayanan in our 
sister title, Ice Age on the World of 

Magic: The Gathering. Rounding 
out the art crew is Michael 
Tuccinard who lays down the 
beautiful painted color that makes 
these pages sing. On the writing 
end, Armada Line Editor Jeff 
Gomez is joined by Wizards of the 
Coast's own Kevin Maples, who is 
realizing his life-long dream of 
" writing for comics. 

If you're just joining us, 
welcome to Armada and _ the 
Magic: The Gathering line of 
comics! Our goal with this and all 
of our Magic titles is to introduce 
you to the fantastic world of 
Dominaria. On each page, we do 
our best to bring the myths and 
legends of this world to life. This is 
our invitation to come and 
explore the myriad lands that 
make up Magic: The Gathering. 
To help you get started, we even 
included a Fallen Empires booster 

ack with the first issue, to give 


™ ADDRESS ALL LETTERS TO: 
i MAGIC SIGNATURES 
Fallen Empires 
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you a taste of the many characters, 
factions, creatures, and _ artifacts 
that can be found in Sarpadia. 

This might only be a two-issue 
miniseries, but that doesn't mean 
we don't want you to write in! 
Quite the contrary! We always 
count on you to let us know how 
you liked the books. In fact, the 
writer of the most insightful letter 
we receive on Fallen Empires will 
get a signed copy of Magic: The 
Gathering — Arabian Nights #1, 
due out in August! 

Though an entire civilization fell, 
there were those that stood 
witness and recorded what they 
saw. Let us turn to these historians 
to get a handle on the language, 
culture, and customs of the people 
of Sarpadia. What follows is a 
glossary and pronunciation guide 
so that you, too, will remember 
the beauty and the tragedy of the 
Fallen Empires. 

Argoth (ARE-goth): A mythical 
land said to have been completely 
lost at the conclusion of the 
Antiquities War. 

Derelor (DARE-el-or): An 
equine beast of the swamps. 

Dominaria (Doh-mi-NAR-ee-a): 
The planet of which the continent 
of Sarpadia exists. 

Oliver Farrel: Religious leader 
of an extremist faction of Icatians. 
His Farrelites believed in enforcing 
their beliefs with violence. After 
Farrel's death at the hands of Tev 
Loneglade, he became a martyr, 
and his Farrelites fought even 
harder as the empires fell. 

Havenwood: A tremendous 
forest set in northern Sarpadia. 

catia (I-KAY-sha): A powerful 
city of great strategic import; 
home to the Order of Leitbur and 
the Farrelites until it fell to the 
Ebon Hand before the onset of the 
Ice Age. 

Lorem (Lor-EN): Master Scout of 
the Elven Empire, his death 
widened political rifts among his 
people, to the point where the 
Thallids were ultimately able to 
overrun their creators. 

ontford: An outpost town set 
to the south of Havenwood and 
northwest of Icatia. 


275 Seventh Avenue 
New York, N.Y. 10001 


Morgan: A Thelonite Druid, and — 
advisor to the King of the Elven _ 
Empire; his schemes only served 
to erode his civilization. 

Sarpadia (Sar-PAY-dee-a). 
A continent on the world of 
Dominaria, set far to the south of 
Terisiare. 

Siannea of Montford (Sec- 
AHN-a): Farrels prized disciple/ 
concubine, her death also earned 
her martyrdom. 

Yerlstare (Ter-iss-ee-ARE): The 
immense continent upon which 
most of the Antiquities War was 
fought. 

Tey Loneglade: One of the 
most powerful planeswalkers ever 
to walk the lands of Dominaria, he 
tripped into madness upon the 
murder of his beloved sister by 
Farrel. His wrath speeded the fall 
of Sarpadia’s empires. He has since 
adopted the name Tevesh Szat. 

Thallids (THAL-ids): Created by 
magicians of the starving Elven 
Empire for food, these plant-like 
cattle developed sentience, and 
ultimately overthrew their mak- 
ers. 

The Order of Leitbur (LEET- 
ber): A diplomatic faction of the 
plains, long in control of Icatia. 

The Order of the Ebon Hand: 
A brutal, aggressive cult of the 
swamps that long coveted pivotal 
Icatia. 

Thurulllg: Hideous worker slaves 
of the Ebon Hand; like the Thallids, 
they rose against their masters. 

Towrach (Too-ROK): The dark 
god of the Ebon Hand, said to 
appreciate the sacrifice of at least a 
limb, and at most...a human being. 

Tymolin Lonegiade: Born 
before even the Antiquities War, 
she had been Rept alive for cen- 
turies by her planeswalker broth- 
er, Tev. Her death at the hands of 
Farrel sparked the fall of several 
Sarpadian empires. 

Waylesin (VAY-lesh): One of the 
high priestesses of the Order of the _ 
Ebon Hand, she meant to use Tym __ 
to provoke the Farrelites into open _ 
combat. 


Right: Carlos Phoenix Jiminez contributes his 
ision of Fallen Empires. : 
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Hello again, planeswalkers! 
Once again, we journey to the 
land of Sarpadia, the realm in 
which the Fallen Empires 
expansion of Magic: The Gath- 
ering is set. As always, Im here 
to call the play-by-play as it 
relates to Magic. So, without 
delay, let's go straight to the 
action! 

Well start by taking a look at 
the Opening scene in which 
Loren (the Scout from 

#1) is at the mercy of 
the in the Havenwood 
Forest. Tey Loneglade (re- 
member how I told you to 
Reep an eye on him?) watches 
from the sidelines as the 
Thallids begin the process of 
eliminating Loren (who is 
actually the  victiin of 

Morgan's 
machinations from last issue). 
With some final semblance of 
mercy, lev unleashes a Red 
magic assault against the 
Thallids via a spell. 

The first thing to consider 
about the Fireball is the mag- 
nitude with which it devas- 
tates the Thallids. First of all, a 
Thallid is a 1/1 creature; a sin- 
gle fireball. is probably 
overkill when used on just 
one target. The neat Magic 
rule that allows for the “split- 
ting’ of a Fireball comes to 
light here. In the game, you 
can split a Fireball by adding 
One mana for each additional 
target. You must also divide 
the number of mana put into 
the spell by the number of tar- 
gets the Fireball has. 

As an example, to do a point 
of damage to four targets with 
a single Fireball, you will need 
to spend eight points of mana: 
one (which must be Red) to 
get the spell started, three 
more (of any color) for the 
three additional targets, and 
four (of any color) to. spread 
out Over the Fireballs. Couple 
this with the actual spell 
and you have the potential to 
devastate large numbers of 1/1 
creatures. 

_ for ten mana (three of 


which have to be Red, as the 
Fork requires two Red mana), 
you could generate one 
Fireball with eight targets, 
each doing a point of damage. 
Tev Loneglade uses these 
techniques to unleash fiery 
death upon the Thallids. 

The second crux of the story 
develops around Tymolin and 
her dealings with both the 

(one of the Black 
forces of Fallen Empires) and 
(one of the White). 


has captured Tymolin and is 
prepared to use her as bait; 
she will be used to lure in the 
Hand's nemesis, the Farrelites. 

After Tym’s shocking murder 
at Farrel’s hands, Tev responds 
immediately—his anger and 
rage continuing the process of 
his bizarre transformation. As 
Priestess Vaylesh starts up the 
special effects machine, sum- 
moning the hid-eous 
upon the Far-relites, a Fireball 
streaks down from the sky 
to strike the foul creature. 
After an impassioned speech, 
Tev then utterly destroys 
both sides with yet another 
Fireball—this one im-mense! 
(How much mana would this 
teke?) All that remains are 
blacRened skeletons. 

Tevs rage doesn't stop here. 


by Shawn F. Carnes 


He moves on to 
now looking hideously famil- 
iar to readers of 


, and brings havoc upon 
the town. He opens a 
over the town, trom 
which hordes of and 
descend upon it en 
masse—bringing our tragic 
story full circle. Artistic license 
is applied here for the use of 
the Planar Gate. The spell itself 
doesnt actually bring forth 
creatures, but it makes them 
that much easier to cast 
should there be a colorless 
mana cost associated with 
them. Still, for the purposes of 
the story, it works. 

I think this issue points out 
something very important 
when considering the drama- 
tization of Magic: the Gather- 
ing. PlaneswalRers are beings 
of immense power. They 
command extraordinary abili- 
ties of summoning and spell- 
craft, as Tev’s actions this issue 
indicate. When playing the 
game and reading about it, 
consider this aspect. It will 
give you some insight into not 
only the dramatization of the 
game, but playing it as well. 
An incredible issue! 

Until next time, may your 
personal empires never fall. 


We've gotten hundreds of letters from readers asking whether 
an official Magic: The Gathering fan club exists. You're in luck! 
You can join the Duelists’ Convocation by sending a check or 
money order for $18 to: Wizards of the Coast, Duelist 
Convocation Membership, Dept. C, RO. Box 707, Renton, WA 
98057-0707. Don't forget to include your name, address, phone 
number, and a signature from a parent/guardian if you're under 


18 years of age. 
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Magic:The Gathering 
Special : The Nightmare #1 


Enter the mysterious world of the dark President/Publisher 
steeds of the swamps in this exciting one- 
shot special based on one of the most Senior VP. 


rare and powerful creatures in Magic: — 
The Gathering. Nightmares are supernat- 
ural horses occasionally bonded to wiz- — 
ards of Black mana. They streak angrily 
across the sky, leaving trails of fire in 
their wake. 
Hilary Bader, best Rnown for her excit- 
ing and passionate episodes of Star Trek: 
) SI and I f, 
writes this darkly enchanting story, ably 
assisted by Valiant artists Anthony 
Castrillo and Anibal Rodriguez. 


Editor-in-Chief 
Senior VP 
vp Operations 
Marketing Director 
Executive Editor 
Circulation Manager 
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Antiquities War on 
the World of Magic: 
The Gathering #1 


The greatest, most spectacular magical 
war in the history of Dominaria starts 
here! Based on events depicted in the 
Antiquities expansion of the Magic: The 
Gathering, were introduced to | and 

brothers destined for tragedy! 

In this issue, we learn the story of the 

and the ..and the 
origin of an enmity so sweeping that mil- 
lions of lives were lost, and magical- 
mechanical monstrosities were brought 
forth from the fires of hatred during a 
war that lasted decades! Writer Jerry 
Prosser ( 


Advertising/Sales 
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Line Editor 
Assistant Editor 


Designer 


Computer Graphic Design 


) lends this new senies a 
sophisticated air, and Paul Smith makes { 
his Armada debut. 


Story Consultant 


Magic: The Gathering 
Wayfarer #1 


On the world of Dominaria, a tow- 
ering quest begins! Join the teenaged 
Jared Carthalion as he 
explores the dangerous new land of 
Corondor. His ultimate goal—to 
unlock the secrets of magic, and 
finally become a true Planeswalker. 
This issue, haunted by the revela- 
tion that his whole life was a lie, Jared 
stalks the plains.. Ape for trouble 
—and a legendary D's 
is just the one to give it to him! Also, 
who we met in Ice Age #3, 
and who will appear in this summers 
book from 
Wizards of the Coast pe ina a 
series regular. 
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New from the publishers of 
The Oversireet Comic Baak 
Price Guide« 


- <)  _ A full color monthly magazine with pulse-pound- 
ing pages full of news on comics, video games, movies, 
TV shows, and much more! 


4e- ye est reporters in the business... industry 
insiders Wath close contacts at all the comics publishers, 
Wideo Game manufacturers, and HollyWood studios! FAN 
brings you the hot news first! 
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Issue #1 on sale May 1995 
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